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GAME RULES 


A "doubles" match is a new experience for all KeyForge players. The basic rules remain in terms of the 
order of effects, cards in hand, etc., with some minor exceptions detailed below: 


* The objective is to FORGE SIX KEYS per team. The first team to forge all six keys wins the match. 


* The Amber obtained by team members is shared, and a key is forged at the beginning of the player's 
turn if there is enough 4mber to pay the cost. 


* Team decks must share the SAME 3 HOUSES, regardless of expansion. 


* A player can only PLAY cards from THEIR HAND, THEIR ARCHIVE, or THEIR DISCARD PILE (if allowed 
by an effect); under no circumstances can they PLAY cards from their partner. 


* During a player's turn, they CAN USE any creature or artifact from their team on the board. Obviously, 
they can only USE cards from the chosen house (unless a card effect allows them to play different 
houses). 


* All cards that leave the playing area return to the owner's deck, whether to the hand, deck, archive, 
discard pile, or purge zone, as appropriate. 


* Actions played will affect the player chosen by the active player (e.g., assigning chains to one of the 
opponents of the other team). 


* The turn order is crosswise: 1st player A, 2nd player D, 3rd player B, 4th player C, as shown in the 
diagram. 
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